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Welcome to the Typing Tutor III 
software package with the 
Letter Invaders game 


The Typing Tutor III keyboard instruction program 
is a unique system that can teach you to type faster, 
more efficiently, and more enjoyably than any book or 
class. It is composed of a series of typing lessons and | 
tests that are continually adjusted to your proficiency 
level. Even if you have never used a keyboard before, 
this program will have you typing with ease and confi- 
dence in a very short time. 

Youll start off with just a few keys. When you can 
type these keys easily, the program adds a few more, 
creating custom-designed lessons especially for you. 
Using these lessons, you will quickly learn to type the 
alphabet, special symbols, and numbers accurately 
and easily. 

How does this software work its magic? Simple. 
The program notes the time it takes you to type each 
letter, then uses this information to create each new 
lesson for you. This unique process, created by Kriya 
Systems, Inc., is called Time Response Monitoring™, 
or TRM™, Thanks to the TRM process, the Typing 
Tutor III program doesn’t bore you with drills on keys 
you've already learned or make you anxious with les- 
sons that are too difficult. Instead, it creates lessons 
and practice tests that encourage you to respond auto- 
matically and without error, because they are specifi- 
cally tailored to your own unique requirements. 











No Typing Manual 


The only pages requiring your attention are the 
few you are looking at right now. The purpose of this 
booklet is to give you an idea of what the Typing 
Tutor III program is all about and help you get 
started. Everything else you need is in the program, 
a mere keystroke away. You'll find this electronic 
documentation infinitely more convenient than 


searching through a manual. You won't get bogged 


down with odds and ends you don’t need and didn’t 
ask for. If you find yourself unsure of something, just 
press the question-mark key and you'll have your 
answer. This “Help” feature is available from all 
screens that display a question mark in the bottom 
left corner. 


NOTE: Limited character space on the Apple II display 
makes it necessary to keep words to a minimum. 
Therefore, expanded Help information is offered in 
the appendix of this booklet to supplement the Help 
screens for the Main Menu, Progress Reports, and 
Test Results. The electronic Help for these features 
will remind you of the extra information available, 
should you need it. 


In addition to the Help screens located through- 
out the program, the electronic documentation in- 
cludes a series of introductory screens to give you an 
overview of features and capabilities. Once you get 
the program loaded into the computer, the Introduc- 
tion section is immediately available. We will go 
through the procedure for loading the program and 
getting started. First, however, there are a few 
pointers you should know, especially if you are new 
to computers. 
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Removal and Care of the Diskette 


To remove the diskette from the plastic envelope, 
use scissors or a sharp knife to cut the seal of the 
envelope’s outer vertical edge. When not using the 
diskette, return it to this envelope for safekeeping. 
The diskette is magnetic and should be handled 
carefully. Placing it on or near anything magnetic 
could erase information. Objects such as loud- 
speakers, kitchen appliances, and paper clip holders 





Don’t touch 
Insert Carefully exposed surface 





Store at Keep away from 
10°C-53°C magnetic fields 
50°F-125°F 











all apply! And let’s not overlook the most common 
crime against diskettes, which is leaving them on a 
computer or monitor. These may seem like conve- 
nient places for a diskette, but in fact, damage to the 
diskette may result. Also, do not touch the surface of 
the diskette itself (the platter inside the protective 
sleeve), and avoid temperature extremes and bend- 


ing. 
Making a Backup Copy 


Copy me first... 


Even though you plan to take good care of your 
software, accidents do happen. Therefore, to mini- 
mize the risk of damaging this program diskette, you 
would be wise to make a backup copy of the Typing 
Tutor III program diskette and store the original in a 
safe place. 


... but not more than once. 


Please understand that copying this program to 
sell or give to anyone else is against the law. This 
includes distribution within schools and clubs. 


NOTE: If you are using an Apple IIc, please refer to 
your Owner's manual for instructions on copying 
diskettes, then skip to Getting Started, below. If you 
own an Apple II, 11+, or Ile, continue with the next 
section, The COPYA Program. | 


The COPYA Program 


Copy the Typing Tutor III program diskette with 


the COPYA program, found on the System Master or 


Applesoft BASIC diskette. Safeguard against acci- 
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dentally erasing the Typing Tutor III program disk- 
- ette by write-protecting it before beginning the 
COPYA process. Place a write-protect tab (or a piece 
of tape) over the notch on the side of the diskette 
before continuing. 

To copy the Typing Tutor III program diskette: 


1. Place the System Master or Applesoft BASIC disk- 
ette in drive 1, type RUN COPYA and press RE- 
TURN. After some whirring, you will see: 


APPLE DISK DUPLICATION PROGRAM 
ORIGINAL SLOT: DEFAULT = 6 


2. To use the program’s default slot number (6 
here), just press RETURN. If the controller card 
for your drive is in a slot other than slot 6, type in 
the appropriate number instead of pressing RE- 
TURN. 

3. When the message 


DRIVE: DEFAULT = 1 


appears, press RETURN. 
4. When you see: 


DUPLICATE SLOT: DEFAULT = 6 


press RETURN again (or type in another slot 
number if necessary). 


5. Next, the default drive number for the duplicate 


diskette appears: 
DRIVE: DEFAULT = 2 


If you are using a two-drive system, press 
RETURN. If you have a single-drive system, type 
1. 

6. At this point you will see: 


PRESS ‘RETURN’ KEY TO BEGIN COPY 
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Remove the system diskette from the drive and 

insert the write-protected Typing Tutor III 
program diskette. Then insert the blank diskette 
into drive 2 and press RETURN. If you have a 
single-drive system, messages will guide you 
through some swapping between the original and 
the duplicate diskettes. If you have two drives, 
the process is automatic. 


7. Once copying is accomplished, you will see: 


DO YOU WISH TO MAKE ANOTHER COPY? 


At this point, press N for no, and RETURN to 
indicate that you do not wish to make any more 
copies. Remove the original Typing Tutor Il 
program diskette from drive 1 and store it ina 
safe place. Remove the duplicate diskette from 
drive 2 and label it. 


Getting Started 


Load the Typing Tutor III program now and we 
will take a quick tour of the program to help you get 
oriented. Loading is a simple two step process. 


1. With the computer turned off, insert your backup 
Typing Tutor III program diskette into drive 1 and 
close the door. 

2. Turn on your computer. A menu (a screen from 
which a selection is made) with two options will 
be displayed: 


* RUN TYPING TUTOR IIT PROGRAM 
PLAY LETTER INVADERS GAME 


This menu appears when you first start up, or 
boot, the Typing Tutor III program diskette. It is 
also the last screen you'll see when you end your 
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session with the program. For the purpose of our 
tour, select the first option by simply pressing 
RETURN. You can return to this menu later when 


aaa you are ready to play the Letter Invaders game. 
Note also that from this menu you can reboot by 
) pressing the ESC key, which offers a convenient 


way to load other software when you are finished 
with a typing session. If you want to load some- 
| thing else after you have worked with this pro- 


gram, remove the Typing Tutor III program disk- 
ette from the drive, insert the diskette you want 


to use next, then press ESC. 


ss After you press RETURN, the computer will dis- | 
play the program’s opening menu, offering two 
choices: BEGIN PROGRAM and READ INTRODUC- 
TION. 
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The first option is the entrance to the lessons and 
tests that are featured in this program. The second 
option will display a series of introductory screens, 
describing the various aspects of the program, how 
they work, and how they interact to produce opti- 
mum results. 


Getting Around 





Ready for the tour? Let’s start by pressing the 
space bar (the long bar at the bottom of the key- 
board). Notice that the cursor (the asterisk that 
indicates the options) jumps from item to item. The 
space bar functions this way on all menus. Each 
time you press it, the cursor moves to the next 
option, and a message at the bottom of the screen 
tells you what will happen if you press RETURN to 
choose that option. 

Move the cursor to READ INTRODUCTION and 
press RETURN. This brings you to the first of a 
series of screens that tell you what the Typing Tutor 
Ill program is about. These screens offer a general 
overview; more specific information comes from the 
Help screens, available throughout the program. 

Take a look at the various parts of this Introduc- 
tion screen. In the top left corner is the name of the 
screen. Most screens also display an escape message 
at the top, indicating that pressing the ESC key will 
take you a step back in the program. From this 
screen, pressing ESC will return you to the opening 


menu. This ESC, or “backtrack,” function is ex- 


plained later in the Introduction. 
The bulk of the display is information. At the 


~ bottom of the screen is a line, with an “N” and a “B” 
, just below it in the left corner. The cursor is over the 


N when the screen first comes up. Press the space 
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bar now and see that, just as in a menu, it moves the 
cursor to B and back again, and the message along 
the bottom line changes simultaneously. You can 
press the space bar to get a glimpse of your options 
as often as you like. 

The N and B will appear when you have a series of 
related screens, such as the Introduction screens 
and some of the Help screens (where there is more 
information than can fit on a single screen). The N 
stands for next and if you press RETURN with the 
cursor on N, you will proceed to the next screen of 
the series. The B means back or before, and select- 
ing it will take you out of the Introduction or Help 
screens to the menu from which you originally re- 
quested information. 
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Press RETURN with the cursor at N and proceed 
to the next Introduction screen. Now relax and ex- 
periment a bit. Press ESC and see the same screen 
you just came from. Select N again and return to the 
second Introduction screen. Press RETURN and see 
the third screen of the Introduction series. Select B 
and jump back to the opening menu. Select READ 
INTRODUCTION again and read through the entire 
set of Introduction screens, and you will have an idea 
of what lies ahead in your work with the Typing 
Tutor II program. After the Introduction sequence 
has been completed, it will loop back to the opening 
menu automatically. When this happens, you are 
ready for the next portion of this tour. 

You should now have on your screen the opening 
menu once again. This time, press RETURN with the 
cursor beside the option BEGIN PROGRAM to pro- 
ceed to the program’s main menu. 


The Main Menu 


At this point you should be looking at the screen 
containing eight options, beginning with ALPHA- 
BET KEYS. This is the main Typing Tutor III pro- 
gram menu, from which you can choose a variety of 
lessons and tests. The Introduction is also available 
from this menu, for convenience. 

As always, the space bar moves the cursor among 
the options. (Go ahead, try it!) The messages at the 
bottom of the screen briefly describe each option. 
The four symbols in the bottom left corner are also 
reached by the cursor as you press space. Each of 
these options may be accessed either by typing the 
corresponding character directly from the keyboard 
or by spacing to it on the screen and pressing RE- 
TURN. 
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Whenever you see a question mark in that corner, 
you can press the question-mark key, and a Help 
message will be displayed. If you do so now (please 
do), you'll get information about the menu. From 
this Help screen, select N to see the next Help screen, 
and again for the one after that. The program will 
cycle back to the main menu after all the Help 
screens for the menu have been displayed. 

The letters MGQ beside the question mark at the 
bottom stand for menu, graph, and quit, as you can 
see if you space down to these options and read the 
corresponding messages. All of these are explained 
in the Introduction and in Help, so we won't go into 
them again here. The purpose of this tour is to help 
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you understand that everything you need is readily 


available within the program. Messages are always — 


displayed to keep you informed and on the right 
track. You have great mobility throughout the whole 
program; the more you venture into the various 
areas, the more youl find and the more you'll gain. 


The Lessons 





Before you get involved with your own typing 
work, please invest a few more minutes on our Typ- 
ing Tutor III program tour. It will help clarify a few 
things that otherwise may escape your notice. From 
the main menu, select ALPHABET KEYS by pressing 
RETURN with the cursor beside the first option. You 
should now have the Alphabet Keys lesson displayed 
on your screen. This display may appear to be self- 
explanatory, but let’s take a look anyway, to be on the 
safe side. 

In the top left corner is the title announcing what 
the screen is all about. To the right of the title is the 
message telling you that pressing ESC will take you 
from the lesson to the Progress Report. This is an 


option if you do not want to complete a lesson set, 


and would rather pull out. If you complete the set, 
the program automatically advances to a report of 
your progress. 

The next item on the screen is the set of keys to 
be typed in this lesson. The keys to type in the first 
lesson (for a new “student”) are the “home” keys for 
the left hand, ASDF, where your fingers remain 
stationed on the keyboard. The home keys for the 
right hand are JKL;. From these keys, you can 
comfortably and methodically reach all the others. 
The following diagram illustrates how correct finger- 
ing works on the keyboard. 
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Notice how the keyboard is divided into areas. 
Each finger is responsible for the keys in its area. 
The index fingers cover the areas numbered 1; the 
middle fingers cover the number 2 areas; ring fingers 
work the keys in the areas numbered 3; and little 
fingers cover the areas numbered 4. The space bar 
works easily with the thumbs. The SHIFT keys 
should be pressed with the little finger of the hand 
not making the keystroke. Remember when typing 
to keep your fingers oriented on the home keys, and 
the locations of all other keys will soon be found by 
automatic response. 

Take another look at the Alphabet Keys lesson on 
your screen. The Speed and Errors section will be 
blank until you have given the program something to 
calculate. Lower on the screen is a diagram of the 
keyboard, which is your guide to successful learn- 
ing. It works like this. As you type the two sets of four 
keys that are displayed, you should not watch your 
fingers. Instead, place your fingers on the home keys 
before you begin and keep your eyes on the screen 
when you type. This is an important point to remem- 
ber. | 

On the screen's keyboard, the letters to practice 
in that specific lesson are the only letters identified. 
Their placement on the board is clear, and once your 
fingers are oriented to the home keys, you'll have no 
problem finding the key to strike by seeing it on the 
screen, not the actual keyboard. The intention here 
is to keep your eyes off your hands; otherwise, you 
will nurture the habit of watching the keyboard and 
may never learn the location of the keys. Successful 
typing is dependent on knowing the keyboard and 
getting around it by feel, not by sight. 
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The Progress Report 


Leave the lesson now by pressing the ESC key. 
The Progress Report comes up, although it will have 
no speed or accuracy data to report (unless you 
couldn't resist and typed the lesson). If you take a 
lesson and consistently type keys with speed and 
accuracy, those keys will be shown on the keyboard 
display in reversed video, proclaiming them “fast.” 
For more information on progress, press the ques- 
tion-mark key. Once you see the progress. Help 
screens and have returned to the Progress Report, 
press M to display the main menu once again. 


You're On Your Own 


Are you getting the idea? There are lessons for 
the letter keys and the number keys. There are four 
types of tests for you to try, which in turn will 
present Test Results. Help screens are available 
wherever you see the question mark. 

Graphs are available to illustrate for you how you 
are doing; you can see these from any screen display- 
ing the four characters (?MGQ) in the bottom left 
corner by pressing RETURN with the cursor on the G 
or by pressing the G key. Graphs are also displayed 
automatically as part of the quit sequence when you 
exit the program. 

Select the Status Report from the main menu if 
you would like to see what properties in the program 
may be changed. You can change them if you like, by 
following the instructions in the associated Help 
screens. | 

By now you should have an understanding of the 
Typing Tutor III program. Having experimented with 
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the menus, Help screens, and lessons, you should 
have a basic grasp of how to get around to the other 
features that are not discussed on these pages. Never 


be hesitant to explore. 


The Letter Invaders Game 


Sener nN 


Caution: This game may be habit forming! The 
excitement generated by blasting letters that zoom 
down from outer space while keeping correct finger 
placement on the keyboard cannot be justly de- 
scribed; it can only be experienced. Letter Invaders 
provides a great break from the usual typing drills, 
without neglecting typing skills. Load the game from 
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the program selection menu when you dare. (This 
menu is displayed when you first load the diskette as 


well as when you “quit” or exit the Typing Tutor HI 
program. ) 
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Parting Words 


Here are just a few parting comments on the art 


of working with the Typing Tutor III program, to 
ensure you'll get off on the right foot. 


Keep your fingers on the home keys. The home 
keys are ASDF JKL; on the keyboard. 

Always watch the screen, not your hands! 

All typing exercises and tests are in capital letters. 
Use the SHIFT keys to type the upper symbols on 
the symbol keys. 

After a lesson, a Progress Report is displayed. After 
a test, a Test Results screen is displayed. 

The ESC key will back you out of your current 
position or end a lesson or test by taking you to the 
progress or results screen. Where ESC will take 
you is printed on the top of each “ESC active” 
screen. 

You can switch students by selecting Q from any 
screen displaying ?MGQ in the bottom left corner. 
Selecting Q to quit will take you to the first screen, 
where someone new can work with the program by 
choosing the first option, RUN THE TYPING TU- 
TOR III PROGRAM. Restarting in this way allows 
the person next in line to enter their name, acti- 
vate their own progress file, and work at their own 
level, unaffected by the previous user’s records. 
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Onward 


You are now ready to begin typing. If you would 
like the program to pinpoint your weak areas, begin 
by selecting WORDS TEST from the main menu and 
taking a few tests. Otherwise, the place to begin is 
the Alphabet Keys drill (which you can also select 
from the main menu, remember’?). Carry on at your 
own pace and enjoy a learning experience with the 
Typing Tutor III program that wouldn't be possible 
with a book and typewriter. Mastering a new skill 
could hardly be more pleasant. 
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For Additional Help 


If you have any questions or need more help, call toll 
free 


800/847-7078 
In New York State, dial 
212/860-0300 


Ask the operator for Technical Support. 
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Appendix: Supplementary 
Information on The Main Menu, 
Progress Reports, and Test Results 


This section has been prepared to supplement the 
electronic documentation in areas where explanation 
exceeds available space in the program. 


The Main Menu 


At the main menu, select from lessons, tests, 
program status, or the Introduction. 


ALPHABET KEYS is the place to begin if you 
want to get acquainted with the keyboard. These 
lessons begin with the home keys ASDF JKL: where 
your fingers generally rest while typing. As soon as 
you learn these keys, the program will show each of 
the other keys in combination with a home key to 
help you learn the complete keyboard. 


NUMBER KEYS is the next skill to add. These 
lessons introduce each number key in the top row of 
the keyboard in combination with one of the home 
keys. This helps you use correct fingering for fast, 
accurate typing of all numbers. 


WORDS TEST can be selected from the main 
menu or from the lessons. If selected from the main 
menu, the words will be made up of all letters. If 
WORDS TEST is selected from the Progress Report 
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screen after a lesson, only the keys you've worked on 
are used in the test. 


FULL KEYBOARD TEST helps experienced typ- 
ists increase speed and accuracy in a single practice 
session. This test discovers the specific keys that 
block fast, accurate typing. Subsequent lessons con- 
centrate on these keys and rapidly improve perform- 
ance. 


NUMBERS TEST tests your ability with the key- 
board numbers. The results create lessons to help 


your performance in weak areas. If you select this | 


test from the main menu, all numbers are included. 
If you choose this option following a lesson, only the 
numbers you've been working on are included. 


STANDARD SPEED TEST shows how your speed 
and accuracy would be measured on a standard 
typing test. The typing speed figures are adjusted to 
compensate for errors. 


STATUS REPORT is where you can change pro- 
gram variables, if you wish. These variables are gen- 
erally not changed, but you do have the options to 
turn the sound on or off, change the threshold at 
which a key is considered fast by the program, 
change the number of lessons that are presented by 
the program before a Progress Report is displayed 
(from 1 to 100 lessons), and alter the number of lines 
contained in a test (from 1 to 7 lines). 
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Progress Report 


KEYBOARD DISPLAY 

This display shows your progress in mastering 
each key. Those keys that are typed with a speed 
greater than the words-per-minute average at the 
top of the display are shown in reverse. 

The speed at which a keystroke is considered fast 
is adjustable. At the onset, this speed is set at 20 
words per minute. It may be increased, requiring 
faster typing before a keystroke is considered fast, or 
reduced, lowering the required speed. This adjust- 
ment is made from either the Progress Report or the 
status Report. 


PERFORMANCE DATA 

After ten lesson sets, the details of your perform- 
ance are displayed. Shown in the working-keys cate- 
gory are keys being used to create your lessons. 
These keys must be typed faster than the words-per- 
minute figure shown above the keyboard display and 
with at least 80% accuracy before they will be consid- 
ered learned. Your performance is rated for actual 
speed (with no adjustment for mistakes), corrected 
speed (subtracting five words per minute for each 
error), and accuracy (as a percentage). 


NOTE: You may make an adjustment on the Status 


- Report screen to alter the number of sets to be 


completed before a Progress Report is shown. You 
can arrange to type anywhere from one to one hun- 
dred lesson sets between Progress Reports, if you 
wish. The program will display ten sets before a 
report is shown unless it is changed. 


Zl 
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PROGRESS REPORT MENU 

At the conclusion of the report this menu offers 
four choices. If you select the first option the lessons 
will continue as they have been. Pressing RETURN 
after each Progress Report will automatically con- 
tinue the lessons. 

If you choose to build more speed, the words-per- 
minute speed required for a key to be considered fast 
will be raised by 10%—no new keys will be intro- 
duced until the present keys are typed at a faster 
pace. Consider this option if your accuracy is low. If 
you choose to learn more keys, the speed is lowered 
by 10% so that new keys will be introduced sooner. 

If you would like to test your progress, the last 
option on the Progress Report screen will create a 
words test made up of letters you are learning. After 
this test you may continue these lessons or use the 
test results to create new lessons that build speed 
and accuracy on your slower keys. 


Test Results 


In addition to a keyboard display and progress 
report (similar to those described in the section 
Progress Report, above), the Test Results screen has 
a menu offering three choices. If you select to create 
new lessons, the program will build a series of les- 
sons based on the results of this test. These lessons 
will emphasize the keys you type more slowly to 
assist you in building your speed and accuracy. 

If you repeat the same test, the results will accu- 
mulate. This creates more information about your 
typing speed and accuracy on each key and allows 














the program to build lessons that more closely match 
your learning curve. 

The option to continue lessons allows you to 
build a series of lessons without using the results of 
the test just completed. If you have completed one or 
more lessons and feel that they represent your skills 
better than this test, select this option. The program 
will then return to the lesson with no change. The 
results of this test will not be acknowledged by the 
program if the option to continue lessons is selected. 
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Important! Read Before Opening Sealed Diskette 


End User License Agreement 


The software in this package is sold only on the condition that the purchaser (hereinafter referred to as “You”) 
agrees with KRIYA SYSTEMS, INC. (hereinafter referred to as “KRIYA’) and SIMON & SCHUSTER, INC. 
(hereinafter referred to as “S&S”) to the terms and conditions set forth below. Read this end user license 
agreement carefully. You will be bound by the terms of this agreement if you open the 
sealed diskette. If you do not agree to the terms contained in this End User License Agreement, return the 
entire product, along with your receipt, to Simon & Schuster Electronic Publishing Division, 1230 Avenue of 
the Americas, New York, New York, 10020, Att: Refunds, and your purchase price will be refunded. 

KRIYA agrees to grant and you agree to accept a personal, nonexclusive license to use the software 
program and associated documentation in this package, or any part of it (hereinafter referred to as the 
“Licensed Product”), subject to the following terms and conditions: 


1. License 
The license granted to You hereunder authorizes You to use the Licensed Product in any machine- 
readable form on any single computer system (hereinafter referred to as the “System”). A separate license, 
pursuant to a separate End User License Agreement, is required for each other computer system on which 
you intend to use the Licensed Product. 


2. Term 
This End User License Agreement is effective from the date of purchase by You of the Licensed Product 
and shall remain in force until terminated. You may terminate this End User License Agreement at any time 
by destroying the Licensed Product together with all copies in any form made by You or received by You. 
Your right to use or copy the Licensed Product will terminate if You fail to comply with any of the terms or 
conditions of this End User License Agreement. You agree upon such termination to destroy the Licensed 
Product together with all copies in any form made by You or received by You. 


3. Restriction Against Transfer 
This End User License Agreement, and the Licensed Product, may not be assigned, sublicensed or 
otherwise transferred by You to another party unless the other party agrees to accept the terms and 
conditions of this End User License Agreement. If You transfer the Licensed Product, You must at the same 
time either transfer all copies whether in printed or machine-readable form to the same party or destroy any 
copies not transferred. 


4. Restrictions Against Copying or Modifying the Licensed Product 

The Licensed Product is copyrighted and may not be further copied without the prior written approval of 
KRIYA, except that you may make one copy for back-up purposes provided you reproduce and include the 
complete copyright notice on the back-up copy. Any non-authorized copying is in violation of this 
Agreement and may constitute a violation of the United States Copyright Law for which You could be liable 
in a civil or criminal suit. You may not use, transfer, modify, copy or otherwise reproduce the 
licensed product, or any part of it, except as expressly permitted in this End User 
License Agreement. You agree to maintain appropriate records of the location of both copies of the 
Licensed Product, or any part of it. The original and the copy of the Licensed Product, or any ses of it, shall 
be the property of KRIYA. 


oO 


. Protection and Security 
You agree not to deliver or otherwise make available the Licensed Product or any part of it, including 
without limitation program listings, object code and source code, to any person other than KRIYA or its 
employees, except for purposes specifically related to your use of the Licensed Product, without the prior 
written consent of KRIYA. You agree to take all reasonable steps to safeguard the Licensed Product to 
ensure that no unauthorized person shall have access to it and that no unauthorized copy of any part of it in 
any form shall be made. 


6. Limited Warranty 

If you are the original consumer purchaser of a diskette and it is found to be defective in materials or 
workmanship (which shall not include problems relating to the nature or operation of the Licensed Product) 
under normal use, S&S will replace it free of charge (or, at S&S’s option refund your purchase price) within 
30 days following the date of purchase. Following the 30-day period, and up to one year after purchase, 
S&S will replace any such defective diskette upon payment of a $5 charge (or, at S&S’s option, refund your 
purchase price), provided that the Limited Warranty Registration Card has been filed within 30 days 
following the date of purchase. Any request for replacement of a defective diskette must be accompanied 
by the original defective diskette and proof of date of purchase and purchase price. S&S shall have no 
obligation to replace a diskette (or refund your purchase price) based on claims of defects in the nature or 
operation of the Licensed Product. 
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Neither KRIYA, S&S nor anyone else who has been involved in the creation or 
production of this product makes any other express warranties regarding the diskette 
and makes no express warranties at all regarding the Licensed Product. Any implied 


warranties, of merchantability, fitness or otherwise, applicable to this product shall be > 


limited in duration to the duration of the express warranty relating to the diskette 
described above, and the sole remedy for breach of any applicable warranty, express 
or implied, shall be replacement (or, at S&S’s option, refund of purchase price) in 
accordance with the procedures described in the prior paragraph. Neither KRIYA, S&S 
nor anyone else who has been involved in the creation or production of this product 
shall be liable for any direct, indirect, incidental, special or consequential damages, 
whether arising out of the use or inability to use the product, or any breach of a 
warranty, and shall have no responsibility except to replace the diskette pursuant to 
this limited warranty (or, at its option, provide a refund of the purchase price). 

Some states do not allow limitations on how long an implied warranty lasts, nor exclusions or limitations 
of incidental or consequential damages, so the above limitations and exclusions may not apply to You. 

This warranty gives you specific legal rights, and you may also have other rights which vary from state 
to state. 

No sales personnel or other representative of any party involved in the distribution of the Licensed 
Product is authorized by KRIYA or S&S to make any warranties with respect to the diskette or the Licensed 
Product beyond those contained in this Agreement. Oral statements do not constitute warran- 
ties, shall not be relied upon by You, and are not part of this Agreement. The entire agreement between . 
KRIYA, S&S and You is embodied in this Agreement. 


7. General 


If any provision of this End User License Agreement is determined to be invalid under any applicable 
Statute or rule of law, it shall be deemed omitted and the remaining provisions shall continue in full force 


and effect. This End User License Agreement is to be governed by and construed in accordance with the 
laws of the State of Illinois. 


Apple Computer, Inc., makes no warranties, either express or implied, regarding the enclosed 
computer software package, its merchantability, or its fitness for any particular purpose. The 
exclusion of implied warranties is not permitted by some states. The above exclusion may not apply 


to you. This warranty provides you with specific legal rights. There may be other rights that you may 
have which vary from state to state. . 


DOS 3.3 is a copyrighted program of Apple Computer, Inc., licensed to Simon & Schuster, Inc., to distribute for 
use only in combination with Typing Tutor III. Apple Software shall not be copied onto another diskette (except 
for archive purposes) or into memory unless as part of the execution of Typing Tutor III. When Typing Tutor III 
has completed execution Apple Software will not be used by any other program. 
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REPLACEMENT ORDER FORM 


Please use this form when ordering a replacement for a defective diskette. 





A. lf Ordering within Thirty Days of Purchase 

lf a diskette is reported defective within thirty days of purchase, a replacement diskette will be provided free of charge. This 
card must be totally filled out and accompanied by the defective diskette and a copy of the dated sales receipt. \n addition, 
please complete and return the Limited Warranty Registration Card. 


B. lf Ordering after Thirty Days of Purchase but within One Year 

If a diskette is reported defective after thirty days but within one year of purchase and the Warranty Registration Card has 
been properly filed, a replacement diskette will be provided to you for a nominal fee of $5.00 (send check or money order 
only). This card must be totally filled out and accompanied by the defective diskette, a copy of the dated sales receipt, and a 
$5.00 check or money order made payable to Simon & Schuster, Inc. 


NAME. 

ADDRESS 

I acces hci antes ns cinesiamns SF APA csc baci cag cdedintanee ee 
PHONE NUMBER ( ) 

PRODUCT NAME 

ORIGINAL PURCHASE DATE. 

PURCHASE PRICE 


NN neglected ac cc: OAD QA lec a ae ae cee 

Please send all requests to Simon & Schuster Electronic Publishing, 1230 Avenue of the Americas, New York, New York 

10020; ATT: Replacements 

NOTE: Simon & Schuster reserves the right, at its option, to refund your purchase price in lieu of providing a replacement 
diskette. 


LIMITED WARRANTY REGISTRATION CARD 


In order to preserve your rights as provided for in the limited warranty, this card must be on file with Simon & Schuster 
within thirty days of purchase. 


Please fill in the information requested: 

NAME 

ADDRESS. 

ih cecal tt spt oct, SOP caning ihe neal cians ee 

PHONE NUMBER ( ) 

NAME OF PRODUCT. 

beac OF PURCHASE. ee PURCHASE PRICE 

I TED PIN peso Sitti SRD la ce ala eal nceelais 
Where did you purchase this product? : 

DEALER NAME 

ADDRESS__ 

pc acerca nisi oe ee 

How did you learn about this product? (Check as many as applicable.) 

STORE DISPLAY_____ SALES PERSONULL"L"___ MAGAZINE" ARRTTICLE____ ADVERTISEMENT. 

OTHER (Please explain) 





How long have you owned or used this computer? 

LESS THAN 30 DAYS______ LESS THAN 6 MONTHS____--__ 6 MONTHS TO A YEAR_________ OVER 1 YEAR________ 
What is your primary use for the computer? 

BUSINESS____ PERSONAL______ EDUCATION______ OTHER (Please explain) 

Where is your computer located? 


HOME_______ OFFICE_____. SCHOOL_______ OTHER (Please explain) 
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SIMON & SCHUSTER ELECTRONIC PUBLISHING 


1230 AVENUE OF THE AMERICAS 


NEW YORK, NEW YORK 10020 
ATTN: PRODUCT REGISTRATION 
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If You Can't Type, You Can't Compute 


For all those who want to more effectively and efficiently utilize 
the power of a personal computer: | 


m professionals # writers g the entire family 
@ students m secretaries 


Learn how to get the most out of your computer by learning 

~ how to type quickly and easily with TYPING TUTOR II—the 
most effective typing instruction program ever developed. This 
remarkable new compuler-soitware program automatically 
adjusts to your unique abilities and progress, creating custom- 
designed lessons especially for you It lets you learn at your 
Own pace. 

TRM™ Is the Key | 

Through the Time Response Monitoring™ process (TRM), the 
TYPING TUTOR II] program analyzes the results of each lesson 
and practice test, clearly exhibits your speed, accuracy, 
strengths and weaknesses, and graphs your progress along 
the way so you can see your improvement. The program is 
extremely easy to use, with all the written documentation you 
need available in an accompanying manual and on-screen 
merely by pushing the HELP command at any time in the 
program. 


Now with LETTER INVADERS™ 


The TYPING TUTOR III program is the only one with LETTER 
INVADERS, a fascinating new arcade-style game that enables 
you to take a break from the program and sharpen your speed 
skills in an exciting way. It progressively increases in speed to 
match your progress—as you get better, it gets faster. 


TYPING TUTOR II, LETTER INVADERS, TRM, Time Response Monitoring, and Kriya 
Systems, Inc., are trademarks owned by and licensed from Kriya Systems, Inc. 


Simon & Schuster Electronic Publishing © 1984 by Kriya Systems, Inc. 

*: Division of Simon & Schuster, Inc. Cover design © 1984 by Robert Anthony, Inc. 
2 Avenue of the Americas Cover Photograph by Carl Fischer 

New York, N.Y. 10020 


30868 SK 
K R IY A | 
APPLE I/II + /Ile/IIc version requires ABK. one disk drive and DOS 3.3. 


76/14 04995. “Apple” is the registered trademark of Apple Computers, Inc. 
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